
Introduction 


Tomb Raider Legend is a phenomenal new addition to the aging franchise. A new feel 
is lent to Lara's antics in the remote corners of the world through the ingenuity and 
experience of Crystal Dynamics. 


That said, this is not your ordinary Tomb Raider jaunt. You will find devious new tricks 
and traps laid out to make the most famous virtual heroine on the world splatter 
herself just for the hell of it. 


IGN likes Lara, not because she's a virtual hottie, but because she's more awesome 
than the offspring of Solid Snake, the Prince of Persia, Link, and Wander, if they could 
somehow mix their seed like in that one episode of G. I. Joe when Serpentor injects 
himself with the DNA off all the great conquerors of the world and produce offspring. 



Check out the IGN guide for a complete walkthrough of each stage, in addition to "time trial trouble" spots and an 
appendix of all the medals, so you can see how awesome Lara looks when she puts on the swimsuits. Can Tomb 
Raider XXX-treme Beach Volleyball be far behind? Who knows? IGN's unofficial Tomb Raider Legend guide features: 


• Complete story walkthrough. 

• Boss strategies, along with time trial action. 

• Button presses for the action sequences. 

• Medals, medals, medals. All stacked, sorted, and revealed. 

• Excessive German -- Peer-IGN free. 


This PDF Guide is property of IGN Entertainment. Any unlawful duplication or posting of this document without the consent of IGN 
Entertainment will result in legal action. 


Basics & Errata 


Basic Controls (Basic Lara) 


* Default Movement & Standard Combat. For PC, consult your key binds. For PSP ... good luck. 


Jump - Press JUMP. Height of the jump affected by length of hold. 
Action - Interaction and "speed up" of certain actions. 

Grapple - Throws out grapple. Grapple used differently for grapple jump. 
Evasion - Hold to duck. 


Shoot - Right Trigger. Handguns have infinite ammo. 

Throw - Right Bumper. Grenades and flares are thrown. 

Lock-On - Left Trigger. Differences depending on combat style. 

View Reset - Left Bumper. Hold for a constant behind Lara's ass view. 
Fine Aim - R3. Useful for aiming the grapple and for pure sniping. 


Lamp / Torch - D-Pad LEFT. Kinteic battery recharges over time. 

Use Medical - D-Pad UP. Max of 3 kits. Partial health restoration. 

Scope / R-Finder- D-Pad RIGHT. For the Metroid Scanning. Fran iste in ze haus. 
Cycle Weapon - D-Pad DOWN. Only one additional weapon can be carried. 


Handstand Mantle - Hold (2 sec.) and release JUMP while on cliff face. 
Swan Dive - Press JUMP then press EVASION while moving forward. 
Dodge Roll - While moving forward, press EVASION. 

Camera Rotate - Right joystick. Self-explanatory. 


Climbing Controls 


* Default Movement & Standard Combat. For PC, consult your key binds. For PSP ... good luck. 


Jump - This makes Lara jump off the surface she's on or jump up from cliff faces. 
Action - Allows fast movement on some elements; climbing on swing-ropes. 
Grapple - Grappling does not work while climbing. 

Evasion - Drops off surface or element. Fatal from high heights. 

Camera Rotate - Right joystick. Self-explanatory. 


Schwimming (Swimming) Controls 


* Default Movement & Standard Combat. For PC, consult your key binds. For PSP ... good luck. 


Jump - Hold to surface to the water or ascend. 

Action - Allows fast swimming and switch / item activation. 

Grapple - Grappling does not work while swimming. 

Evasion - Hold to dive or descend 

Camera Rotate - Right joystick. Self-explanatory. 

View Reset - Left Bumper. Hold for a constant behind Lara's ass view. Useful underwater. 


Vehicle Controls (While Riding) 


* Default Movement & Standard Combat. Lara cannot dismount once she gets on a vehicle. She's also fat. 

Go / Accelerate - Vehicle accelerates as long as key is depressed. 

Brake / Reverse - Vehicle stops. Reverses if key is depressed too long. 

Shoot Enemy - Right Trigger. Only one handgun may be used in this instance. 

Shoot Environ - Same as interaction. Destroys environmental hazard (smart bomb). 


Cycle Target - Left Trigger. Cycle targets to aim at most convenient target. 
Camera Rotate - Right joystick. Self-explanatory. 


Architecture In Tomb Raider Legend 


IGN will be using some terms commonly employed in our previous Prince of Persia guides. Each architectural element 
will serve as both noun and a verb. When used as a verb, IGN's telling you to do all pertinent actions for that element. 



(ABOVE LEFT) Bars are swung on or traversed horizontally. 
(ABOVE RIGHT) Poles are rotated around and climbed. 


Bar 


Bars are horizontal elements, but serve mostly as pieces where Lara can swing on and vault off, like a gymnast. Bars in 
succession are used to traverse gaps, while longer bars may occasionally bend and allow travel around corners and 
such. 


Pole 


There are two types of pipe or pole. The self-standing pole is pretty much a strip-bar pole. Lara can rotate around it and 
jump off in the direction her back is facing. The second type of pipe is discussed below. 



(ABOVE LEFT) Ledges can wrap around walls to let you go around corners. 

(ABOVE RIGHT) The hang ledge only lets travel left and right -- or you can drop down. No upward travel is possible with this ledge. 


Ledge 

The ubiquitous ledge is on every wall you want to climb or somehow interact with. Ledges can collapse, much like any 
other element, if it's been trapped by Crystal Dynamics. Fast move is possible on poles, bars, and especially ledges, 




when you need the extra speed for time trials. Ledges come in two types -- the hang ledge, which is one way down, or 
normal, which lets Lara move in all four directions (up, down, left, right). 



(ABOVE LEFT) Ladders are up or down, and can be fast moved on the upward direction only. 
(ABOVE RIGHT) The wall pole is considered a ladder, but its appearance is deceptive. 


Ladder 

Ladders are for vertical movement, but in Tomb Raider Legend, CD takes Lara and lets her move left and right on it via 
jumping to other pipes or ladders as well. Keep that in mind when looking for a way onward. Ladders cannot be 
swapped sides like in Prince of Persia but there's no need to during the game. Fast move is only possible going up on a 
ladder, and you can always just drop off a ladder if you want. 


Wall Pole 


Same as the ladder, but appears like a self-standing pole. 



(ABOVE LEFT) Objects can be moved in different degrees. 

(ABOVE RIGHT) Notice Lara's head is reflected on the water. The water's reflection obscures submerged items and terrain. 


Objects 

There are several classes of objects, of which only one is illustrated. Small objects can only be kicked using ACTION or 
in rare cases, a grapple yank. Medium objects are moved by grapple or by having Lara manipulate it personally (see 
illustration). Large objects may be moved by grapple (rarely), or by special tools such as magnet guns or forklifts. 


The stone balls you find are considered medium objects throughout the game. Only rhomboidal objects are stable 
enough to be stood upon by Lara. 

Water 


Water is a safety net for long or large falls. Falling into water technically will kill you in those heights, but Lara iste das 



uberfraulein. She cannot die from falls into deep water. Water is 3D and you can move in any direction while in it. 
However, the surface of the water reflects what's above it. Unless your camera is forced underwater, you risk missing 
items and passages because you cannot see them at all. 

Rope and Grapple Wire 


Ropes make their return from Tomb Raider 2 Dagger of Xian. As with ropes, the grapple wire -- while Lara is hanging 
from it -- is the same. Lara may hold ACTION to ascend and descend the length of the rope, or without ACTION, push 
forward and back to swing on the rope to cross gaps. If Lara bumps into a wall while swinging, she will let go of the rope 
and drop. 


Weapons (While Lara) 


Handguns (Lara's Silver Bailers ... huhuhuhu) 

Magazine: 15/20 (upgrade) 

Reserve: Infinite 

Power: Weak / Medium (upgrade) 

Speed: Medium 

Range: Short / Medium (upgrade) 

Errata: The handguns are Lara's best weapons simply because they are relatively fast and have infinite ammo. Only on 
hard and time trials will you find the weapon frustrating. Once you unlock the one-hit death cheat, you will find the 
handguns much more satisfying. Note that the vehicle handgun is not the same weapon as the normal handgun. You 
would need to be a coder (or a smart cookie) to understand what this means. 


Shotgun 
Magazine: 5 
Reserve: 20 
Power: Strong 
Speed: Slow 
Range: Short 

Errata: The trusty shotgun, which was so average in the previous Tomb Raiders, becomes more average when 
compared to the long distances you need to fight over in the game. There's not much to do to prove this weapon worthy, 
except in rare cases where you get a ton of ammo and need to use it on a boss - preferably Takamoto and Rutland. 

MG415 (SMG) 

Magazine: 40 
Reserve: 120 
Power: Medium 
Speed: Fast 
Range: Medium 

Errata: SMGs are derived from maschinpistols created to give the Nazi Wehrmacht greater close range firepower. The 
SMG is an otherwise horrible little weapon with bad accuracy and very little ammo. If you have to choose between the 
RC650 and the MG415, take the former, unless you like having the gun around for the look. 

RC650AR (Assault Rifle) 

Magazine: 30 
Reserve: 120 
Power: Medium 
Speed: Fast 
Range: Long 

Errata: The assault rifle is a good standby weapon since it has a good range of lock-on. It's possibly the only good 
weapon to use in a stage. The shotgun you used for bosses, but the RC650 is something for a stage where there are 
ten thousand enemies. Naturally, once you have one-hit death, you really don't need much ammo to put people down. 

Grenade Launcher 
Magazine: 3 
Reserve: 12 
Power: Lethal 
Speed: Slow 
Range: Medium 

Errata: You will never get the maximum amount of ammo unless you hold onto the weapon from the first time you get it 
in Ghana. The weapon is basically a fast firing grenade with very little ammo. Even if you use infinite ammo for the 
weapon, you'll find the weapon is less useful than your handguns. It does increase the grenades you have from four to 
what ever is in the launcher, but unless you use grenades often, you can skip out this weapon. 


Caliburn 


Magazine: n/a 
Reserve: n/a 

Power: Off The Hook -- Yo. 

Speed: Slow 
Range: Long 

Errata: The mythical sword is basically a large moving explosion that doesn't splash itself on Lara, unlike grenades. It's 
nice, but you only have it for about two seconds before you fight the last boss. The cheat code lets you carry it straight 
from the beginning, but the one-hit death cheat is much more superior. 


Croft Manor 


Lady Croft, Countess of Abbington, has various manors in her estate. Abbington Manor is the one from the Tomb Raider 
movies. The manor is not the practice stage. That would be Bolivia (the first mission). You cannot access the manor's 
rooms without having first played through Bolivia, so come back to this section after you complete the first stage. 


Head into the movie version tech office and operate the laptop on the ground. This will let open a safe for the very 
important grapple device. Before leaving, consider grappling the bars above the tech office for some bars and also 
another medal on the upper level (this room) by grappling the switch. 



(ABOVE LEFT) Safe door closed. 
(ABOVE RIGHT) Safe door open. 


1/16 Bronze - By the foyer's stairs. It's the one nearest Lara's insertion point. Huhuhuhuhuhu. 



(ABOVE LEFT) Use the grapple from the tech room's safe to start pulling on anything and everything you can. Like these bars 
above the tech room's entrance. 

(ABOVE RIGHT) The 1/16 Bronze medal. 


2/16 Bronze - Grapple the switch at the top of the stairs for a medal hidden in the wall. 






(ABOVE LEFT) Use the grapple to pull on anything you can. Like switch on the second floor. 
(ABOVE RIGHT) The 2/16 Bronze medal. 

Grapple - This device is found inside the tech room. Use the laptop on the ground to find it. 


Das Schlafzimmer - Huhuhuhuhuhuhu 


The bedroom is on the second floor, left door. If you stumble into the library, just head back outside. There's nothing 
here to kill you, devour your brains, and then implant its alien seed inside Lara that will make her corpse rise up in an 
ambulance and give undead birth to some superbaby mutant who likes eating human flesh as the appetizer of the 
evening. 



(ABOVE LEFT) Handgun get. You didn't need to visit the Kendo Gun Shop anyway. 
(ABOVE RIGHT) The 3/16 Bronze medal. 


Get the handguns by opening the two switches near the 
Medusa relief. Head back into the main hall and shoot the 
switch on the second floor for another medal (the cursor 
turns red in Fine Aim mode). 


3/16 Bronze - Behind the bed. It's a nice, stiff bed. Use 
your imagination. Huhuhuhuhu. 


1/10 Silver - The main room's 2F after you get the guns, 
since you need to shoot the switch to get the medal. 



Handguns - The handguns are stored in a safe that's 
opened by two dagger switches in the bedroom. 





Das Schwimmbad 


Go to the swimming pool on the lower level doors -- the easiest place to murder Lara (by drowning). If you come across 
the gymnasium, you can exit the same way you came and look for the other door on the first floor. There's a medal in 
the water, but more importantly is a switch you can pull to open the secret underwater tunnel. 



(ABOVE LEFT) Yank out these bars early on at the pool. 

(ABOVE RIGHT) The 6/16 Bronze medal. 

More importantly, there are three statues you can pull out, as well as the various sparkling bars you can swing on later. 
Use the grapple to pull the bars (look up) and Lara to pull out the statues (on the ground) to their fullest. There's a medal 
behind one of the statues as well as a second near some lawn chairs. 



(ABOVE LEFT) The 5/15 Bronze medal. 
(ABOVE RIGHT) The 3/10 Silver medal. 


Use the partially pulled statues to reach the upper level. Easy bar swing and ledge exercise to the second level with two 
rotating statues (the Spear Sisters statues). Rotate the statues to cross their spears for a switch. This opens a gate in 
the underwater tunnel. Grab the medal nearby as well. Head across the other side via the newly yanked bars (that you 
yanked from the ground) and grapple swing. 

This lands Lara on another upper level balcony area. Take the scope from this area, the medal behind one of the 
statues, and move the stone ball onto the switch. Head back downstairs and climb onto the block nearest the chandelier. 
Grapple and yank the chandelier to get it swinging, then ride it across the pool to the medal. 


4/16 Bronze - In the pool. 


5/16 Bronze - By the lawn chairs. 


6/16 Bronze - Behind the statue, lower level. 






7/16 Bronze - On the diving board, upper level. 


2/10 Silver - Behind the statue, upper level where the scope is. 


3/10 Silver - The round balcony on the upper level. 


Scope - The scope is on the upper level area, opposite the face switch. 


Underwater Tunnel 


Did you open the underwater tunnel in the pool? If so, you 
can swim through it for a medal -- otherwise, you need to 
throw both switches (in the pool and the face switch) to 
unlock it. 


If you do not unlock the tunnel gates from the pool, they will 
not auto-open when you approach them. 


Take the underwater tunnel to the gymnasium. Lara is not a 
submarine, but she has great ballast. IGN is referring to her 
Mae West. 


4/10 Silver - In the underwater tunnel. 



Das Turnhalle 


Take the medal in the small gymnasium pool. There are several medals here -- bronze and silver. If you have the 
grapple, you can easily use it to move the various objects around, then get to the medals by ledges, bars, grappling, and 
ingenuity. None of the medals are actually terribly difficult. 



(ABOVE LEFT) The 10/16 Bronze Medal. 
(ABOVE RIGHT) The 9/16 Bronze medal. 


Note there are two spots to start your ascent -- the bar near the training slope and the very low rock wall and ledge near 
the StarGate SG-1 slash Atlantis slash Cleopatra 2525 contraption. The moving lifts are moved by grappling; for the 
medal above the door to the gym, be sure you jump at the very edge to avoid "auto-locking" onto the bar. 


8/16 Bronze - The medal in the small pool. 


9/16 Bronze - Face the gym entrance, forward and right. Use the bar start-up. Grapple yank the bar to the slope. Jump 
on the bars and pipes to the slope. Jump from the slopes to the ledges and use them along with the poles to let Lara 
pole-dance her way to the other side of the slope. Bounce to the medal's niche. 



(ABOVE LEFT) The 1 1/16 Bronze Medal. The Stargate ring needs to be in this position to make the turn. 
(ABOVE RIGHT) The long way to get the 10/16 Bronze Medal, but it is more secure and successful. 


10/16 Bronze - Face the gym entrance, forward and left. Use the bar start-up. Grapple yank the bar to the entrance. 
Jump on the bars and ledges to reach the ledges next to the medal's niche. You can then ledge hop to the medal. The 
typical tip during the Pole-Lympics is around $5 American. 


11/16 Bronze - Face the gym entrance, back and to the left. Back and to the left. Back and to the left. Back and to the 
left. (30 minutes later). Back and to the left. Use the rock ledge start-up. You need to have the Stargate pole vertical, so 
you can bend Lara that way towards the medal alcove. Be sure to face the ledge before dropping, or Lara will not "T- 
1000" and catch the ledge. However, if she did, that would be awesome. Liquid Metal Lara. Now $399.99 from TopCow. 



(ABOVE LEFT) The 1 1/16 Bronze Medal is a tricky catch if you don't have Lara facing the ledge before dropping. 
(ABOVE RIGHT) The top of the room has several silver medals. 


12/16 Bronze - Face the gym entrance, cave over the water. Use the rock ledge start-up. You need to have the Stargate 
pole horizontal and the ladder needs to face perpendicular to its wall, so you can guide Lara up to the niche. 


13/16 Bronze - Face the gym entrance, back and right. Use the rock ledge start-up. You need to have the Stargate pole 
horizontal, so you can bend Lara over the room. Alternately, you can use the bar start-up and move along the wall that 
manner. 


5/10 Silver - The medal at water level can be fetched easily by using the same path for bronze medal 9, but ignoring 
bronze medal 10 and preferring instead to drop to the silver medal. It's not uncommon to get both on separate tries if 
Lara fails a jump. 


6/10 Silver - On top of the lift. Use the rock ledge start-up and get it. 


7/10 Silver - Above the gym entrance. Use the rock ledge start-up and head to the second lift using bars. The final jump 
is tricky, so grapple yank Lara close to the niche before making the leap of faith -- the faith that she won't auto-guide to 
the damn bar just under the medal. 






Das Arbeitzimmer 


The study-library is the other door on floor two of the main hall. Go inside and find the torch on the desk. With the 
grapple and the handgun, you can unlock most of the secrets here. Grapple the bar near the lower floor desk to drop a 
bookcase. 



(ABOVE LEFT) Scan Mode. Move Zig. Shoot wall. 

(ABOVE RIGHT) Drop the second bookcase with the grapple. 


Shoot the weak wall near the library entrance (first floor) for 
another bookcase. Take the medal past the broken wall and 
move both bookcases onto the floorswitches. 


This opens a new secret tunnel. Before heading in, take the 
two medals on the libarary second floor -- one in the open, 
the other behind a switch on the wall. 


14/16 Bronze - Second floor of the study. 


15/16 Bronze - Second floor of the study, use the knife 
switch to reveal the hidden wall. 


8/10 Silver - The breakable wall in the first floor. 



Torch - Found on the desk in the study. An essential item for any explorer. 


The Secret Tunnel 


Take the medal in the secret tunnel and destroy all the boxes past the face switch for a second medal. The face switch 
will reveal a clue. Read this clue for a larger puzzle. The second face switch makes an exit to Lara's bedchamber, but if 
you got her handguns (you have to, to get the secret tunnel) and got all the medals, this part is not necessary. 


16/16 Bronze - Inside the wood crate in the corner. 


9/10 Silver - The breakable wall in the first floor. 


Quest For The Gold 


The clue in the study's secret tunnel starts you off on the final medal. Head back to the face switch in the swimming 


pool. Only with the clue from the secret tunnel can you rotate the Spear Sisters statues to put their shields facing each 
other. 



(ABOVE LEFT) Once the clues are read, you can turn the statues the opposite direction to face away each other. 
(ABOVE RIGHT) Face Minerva towards the sun and click the floor switch for the medal. 


This done, the next clue will appear. Read it and head to the library. The final clue is revealed when the blue (first floor), 
yellow (second floor small room), green (second floor), and red (first floor) books are used. 


Once they are, head back to the main room and use the two face switches on each side of the second floor. To get them 
open simultaneously, you need to bar swing from one side to the other. Once the statue of Athena is raised, turn her to 
face the sunlight, then step on the floorswitch near the stairs. The final medal should appear. 


10/10 Silver - The hidden wall on the first floor, after the books are used correctly. Blue, Yellow, Green, Red. 


Gold Get - After all the three clues are read in the study's secret tunnel, the swimming pool balcony, and the main 
room's second floor, rotate the Minerva statue to face the sun and step on the floorswitch. 

Bolivia - Tiwana-ku-ku For Cocoa Puffs 


There are two bronze medals here in the starting area. You can even see one of the medals when the PDA cutscene 
occurs. The goal here is to reach the rope near the small waterfall. Follow the various tutorial messages and locate the 
rope by the waterfall. 



(ABOVE LEFT) 1/10 Bronze. 
(ABOVE RIGHT) 2/10 Bronze. 


At that rope by the waterfall, turn towards the darkness and the torch will reveal a side cave. Head inside for a silver 
medal. 


The side cave meets back with the main cave and from there, it's an easy task to ledge to the top of the waterfall for a 




checkpoint. 


1/10 Bronze - On the ground near the pool. 


2/10 Bronze - On the upper level. Seen in the PDA cinematic. 


1/5 Silver - At the waterfall rope. Turn towards the cliff and jump into the side cave. 


Top Of The Waterfall 

At the top of the waterfall, follow the right wall to avoid the rolling boulder. Move on via the pipes (here, they appear as 
branches) and meet the first enemy. Get rid of the enemy and ledge up onto the corner dais. Push the block off the dais 
and use it to raise the tree stump and pipe (branch). 



(ABOVE LEFT) Medal, medal everywhere, so why you no pick-up? This is 3/10 Bronze. 

(ABOVE RIGHT) Notice Lara's fat head turns towards items she can use or take. This is 5/10 Bronze, but it can only be grappled 
yanked. 


There is a bronze medal here in the river. Use the pipe/branch after pushing the block onto the tree stump to head to the 
top. Use the grapple to destroy the obstruction. Get the checkpoint and ignore or defeat the enemies inside. 


After killing both enemies inside the outer ruins, grab the ledge and use the various elements to reach the rope on the 
upper level. When you can reach the rope, you have a checkpoint and the ability to see a bronze medal. This is easily 
reachable by anyone. Grab this medal, and continue on the upper level. 


Kill the enemy near the collapsing floor and grapple swing 
across the gap (note grapple swing is different from using 
the grapple while grounded). Just after the gap, there's a 
bronze medal sitting pretty on a very high ledge. 

Bronze medals can be grappled remotely, but silver and 
gold medals cannot. Use the grapple (aim using fine aim) 
and take the medal by pressing ACTION after the grapple 
latches onto the medal. 


3/10 Bronze - On the riverbank with the rock and tree 
puzzle. 

4/10 Bronze - After entering the temple ruins, use the rope 
to reach the medal above the crumbling ledge. 



5/10 Bronze - After the swing jump, look for the medal on the wall. Only bronze medals can be fetched remotely, so use 
the grapple cable. 



Entrance of the Temple 


Slide down the slope after causing a rockslide. There are various enemies with better weapons here. Take them and 
you can use the weapon later. There are two bronze medals and a silver medal in this area (temple front yard). 



(ABOVE LEFT) 6/10 Bronze. 

(ABOVE RIGHT) 7/10 Bronze under the bridge. 


The bronze medals are easily seen on the ground or can be 
grappled. The silver medal is near the stairs by the black 
SUV. 


Face the temple's stairs and use the scope's scanning to 
identify a breakable wall to the staircase's left. That's the 
silver medal. 


6/10 Bronze - Area juast after the rockslide. It's before you 
reach the rope and on the ground. 


7/10 Bronze - Drop from the rope and explore the local 
area. Like Prego, it's in there. 


2/5 Silver - At the temple's stairs, explore the area left of 
the stairs for a breakable wall. Ta-da. 



Inside the Temple 


Head inside the temple, hop the trap on the ground by using the grapple swing, and stop short of the room with the 
vertical chains. The rubble before you enter the vertical chain room hides a small crevice with a bronze medal 





(ABOVE LEFT) Tunnel to 8/10 Bronze. It's on the left. 
(ABOVE RIGHT) Swim up here for the 9/10 Bronze. 


Navigate through the vertical chain room by going up and over. The vertical chain room's other side is a sunken room. 
There are three pools here (you cannot see the other two until you swim to them). The first pool is the entrance. The 
third pool is the exit. The second pool is a detour with a bronze medal. You can take your time getting used to Lara's 
swimming in these small pools. 


8/10 Bronze - Before the chains, there's a small tunnel to the medal. 


9/10 Bronze - Surface at the second pool for the medal. 


Puzzle Past the Pools 


When you arrive at the third exit pool, there is a checkpoint and a jaguar. Kill it and move to the crushing trap hallway. 
Take the cage in the corner and push it along to keep Lara from having her boobies mashed by anyone except you. The 
physics of the trap and the block are easy to see. head to the end and get cock-blocked in the large room that was 
playable in the PlayStation 2 demo disc. 



(ABOVE LEFT) 10/10 Bronze. 

(ABOVE RIGHT) The opposite side -- you can see the 3/10 Silver if this illustration was not so bright. 


The puzzle here is devious, since if you solve it 100% successfully, you will not get the medals (same with some other 
puzzles later). You only need to solve as much of the puzzle as you need to move on, but not so much as to miss the 
chance to earn your rewards. You only need two cages to solve the puzzle and to get the rewards. First off, kill the 
jaguar in the pool. Then pull out the cage under the seesaw and vault it to the upper level. 


Face the closed door. Place one cage on the right switch, a second cage on the central switch, and use Lara to 
determine how much the left switch can open and close. Note that the exit door's motion and the chains that seem to 
operate it move independently of each other, but both are affected by the gear lock and the depression of the central 
switch. 



(ABOVE LEFT) The wieght on the left chain should be about here or lower for you to make the jump. 
(ABOVE RIGHT) Make the door stay at this height. Notice the black lines of the ledges you can climb. 


Your goal is easier to describe in a picture than by words, but suffice to say, you need to open the exit door only partially 
so that the small black "mouth" on the door is even with the upper ledge recesses on the walls to its side. This lets Lara 
ledge grab to the gold medal (above and behind the exit door), while raising the door just enough to let her leave the 
room. 


The complicated matter is really the chain, which Lara needs to climb to reach the exit, but the weight prevents her from 
grabbing it unless it is low enough. You need to play with the door's height and the gear lock. Once you have both the 
chain and the exit door at the correct height, stop the door from moving by removing the cage from the central switch, 
and lock the other gear (for security) by removing the right switch's cage. 



(ABOVE LEFT) The ledge here is more visible on the main door. Follow it to the gold medal. 
(ABOVE RIGHT) The other side of the room has 3/5 Silver. 


There is a bronze medal on the right side of the room (right chain) where you enter this room. Climb up and over to the 
exit using the left chain. Climb the exit door (if it's been prepared) to the gold medal. Climb the ledges on the right side to 
the top of the room for a silver medal. Exitting this room will lock it off forever, unless you made a save game you can 
load from. 


10/10 Bronze - Right side of the puzzle room. On a low ledge by the right floor switch. 


3/5 Silver - Before exiting the puzzle room, take a detour to the other gear locking mechanism -- there's a medal for 
daring ledge climbers. 


Gold Get - The exit door has to be raised only partially, as discussed above. Playing with the door switch and the 
locking mechanisms will make the door stay at the height you want, and move the weight on the chain out of the way. 


Ready, Press, Button, Action 




Past the demo room, there is a button pushing puzzle. Missing the cue results in funny Lara deaths. The cues are 
always the same, so if youd die, you can simply memorise the queue and spam the keys until you pass each section. 


There is no way to grapple the medal you see in the process, so simply ignore it for now. Later button sequences will 
involve more buttons (and joystick directions), so be attentive to your checkpoints and your inability to skip cinematics 
via pause menu. Press DODGE then JUMP. 


Evil Coat Rack Empire Room 


How Silent Hill. Dropping down will kill you on Hard. A jaguar is at the bottom, so be prepared to run to a high spot and 
fire on it. The puzzle here seems complex, but either direction will launch Lara to the ledge where she must ledge over 
to the exit. However, an easy to see medal can be reached via a detour using the coat racks. You need to drop back 
down after getting it however. 



(ABOVE LEFT) The cave to the 4/5 Silver. It's on the left, if you don't know what a cave is. 

(ABOVE RIGHT) The 5/5 Silver. Getting it will require going through the coat racks again to escape. 


The last medal is deviously hidden in the dark. Near the spot where Lara safely drops down from, there is a movable 
block. Your torch can highlight it, or you can use the scope to find it (which is tedious). Push it out of the way and get the 
final medal. 


4/5 Silver - In the coat rack room, detour to the end and before hitting the exit. There's a way of ledges leading to the 
medal. 


5/5 Silver - From where Lara drops into the room and the bloody Bengal tiger attacks, there's a block you can move to 
the medal. Himitsu - hidden tunnel syndrome! 


Lara Croft Solid 


The chopper is invincible. Simply jump over the broken parts of the bridge and fight all the enemies off to end the stage. 
Staying on the edge of the arena is not advised. 


Zeitherausforderung - Efficient German Time Trials 


This stage is possibly one of the easier time trials, although by no means a push over if you're not keen on fast moving 
(ACTION on ledges and bars). You can safely ignore some enemies, but not others. Regardless, the hardest part is to 
remember where the obvious death traps are -- mainly the helicopter, the button action sequence, and the jaguar in the 
coat rack room. 


Once you learn to spend 10 to 15 seconds preparing for a jump, you will save much more in terms of time by not 
restarting from the last checkpoint. If you want an even larger allotment of time, you can always earn the one-hit death 




cheat from a later (much easier) time trial, then come back with guns blazing -- enemies die in milliseconds, and give 
you a huge time advantage. 


Peru - We Only Know It Through World Cup 
Football 


There is a medal hidden by the buildings here. Locate a shed that allows access to a roof and a grapple point. Grapple 
swing across the street (over the combat dummy), and the medal is in the hidden alley. Simple. 



(ABOVE LEFT) Grab the obvious. The haul up. Now swing. Three sexual innuendoes in a row. 
(ABOVE RIGHT) Drop down and take the 1/8 Bronze. 


1/8 Bronze - An alley near the insertion point (insert coital joke here) has a medal. Climb to the roof overlooking the 
street with the training dummy. Swing across the street. The medal should be obvious, y'a? 


Lara Loving It South of the Border 


As soon as Anaya takes off in her yellow Jeep Cherokee, blast the transport truck and kill all the enemies in the yard. 
The final guy (who may sometimes get cloned for some reason -- the clone stays inside his room where you need to go 
later) is a shotgun enemy. 



(ABOVE LEFT) Head down this street and left for 2/8 Bronze. 

(ABOVE RIGHT) 3/8 Bronze is on the upper level but easily attained by climbing on the truck and making a jump to the obvious. 


Once the place quiets down, do some exploration. A medal is on the roof of one building. Get on top using the churro- 
stand near the truck. Two more medals are near the building by the flagpole. One medal is behind the building (it's on 
the ground) but the second is inside the building's second floor. 



Use the flagpole to reach the exit and the medal in the building. ACTION the doors and you can find the medal inside 
the room. Grapple swing across the street to the shotgun guy's room, take the grenades (new item) and fight the entire 
enemy army in the streets of Peru. 



(ABOVE LEFT) The door leads to 1/2 Silver. 
(ABOVE RIGHT) 4/8 Bronze on the street. 


When fighting, you don't need to worry too much (if on easy) but you should use the assault rifle (normal) and learn to 
snipe (hard - with the pistols). The only thing you need to be wary of is to avoid heading to the end of the street where 
the motorcycle is. Once you do, you need to replay the whole stage over again to reach the medals in the streets. 


2/8 Bronze - On the ground next to the building by the flagpole (the building has silver medal 1). 


3/8 Bronze - On the building roof near the zipline. Use the burrito stand to reach the upper level. 


1/2 Silver - Inside the building by the flagpole, second story. This is before you head to the street with the motorcycle. 


The Street With The Motorbike 


Assuming you didn't approach the motorcycle, you can now explore the streets without enemies shooting at Lara. There 
is a medal in an alley where the street makes a righ angle turn (the gun truck can be seen, the motorcycle cannot). You 
want with the assault rifle, but if you want to use the shotgun, you can also do that. The assault rifle is certainly more 
useful once you do reach the dig site. 


4/8 Bronze - In an alley adjacent to the street with the motorcycle, easy to find since it's on the ground (no climbing). 


Vehicle Stage - Desert Race 


The motorcycle stage is self-explanatory (and much shorter than the Siberian stage later). Simply hold SHOOT and you 
auto-target enemies as they rear their ass. The ACTION button will take down explosives to let you pass by obstacles 
without harm. Unlike Prince of Persia The Two Thrones, you can stop and prevent chariot accidents from occuring. 


There're no medals here but you can use medi-kits and pick-up replacements on the track (more on Easy, few on 
Normal, none on Hard). Nothing much but race ahead, shoot people, race ahead, shoot people. Once Lara cleans out 
the truck convoy, "Knight Rider" the bike onto the flatbed and go to the next area of the stage. 


In The Year 2000 ... Lara Croft Was An Archaeological Understudy In Peru 


This version of Lara cannot attack or use a torch and harkens back to the classic Croft, along with the flares. Her flares 
are infinite, but only two are active at any time. If you don't like how one is illuminating the room, throw out another one 


until you get the light you want. 


Follow the tunnel towards the young explorers until things start going wrong ('such as the killing of you -- by us'). The 
gap in the floor is easily bypassed with hand over hand, and most of the puzzles are fairly elementary. 



(ABOVE LEFT) 5/8 Bronze in the room where you find Sara's corpse. 

(ABOVE RIGFIT) 6/8 Bronze after the escape from the creature that wants to eat your brains. 


There are two medals in this area as young Lara, so missing them is a no-no. You will find them very easily if you swing 
the camera around; one is practically in front of you after the first block and bar swing puzzle. Move the balls and blocks 
on and off the floor tiles to trigger or hide the traps. Some broken traps are blockages (move the object off the plate) 
while some traps have a lone spear that serves as a bar (move the object on the plate). None of these puzzles are 
particularly taxing. It will be surprising if you die. 


The actual hard part in this area is actually the section where you find something supernatural and unkillable right after 
meeting the student "Kent". During the cinematic, you will need to stand by and control Lara when it ends. You need to 
run away from the monster and jump over the two obstacles to flee. Drop down the hole to escape. 


After escaping certain death, head up the upper level to escape by triggering the trap with the stone ball in the room. 
After crossing to the door, you get a checkpoint, but do look back for a medal. After you bag all this, head to the exit (the 
pipe gap this time is lethal). Get a cut-scene and head back to reality. 


5/8 Bronze - On the ledge in the room with Sara's corpse. 


6/8 Bronze - On ledge behind the checkpoint after escaping the mysterious monster of death 'El Monstero Mysterio'. 


Paraiso Ruins -- The Present 


As grown-up Lara, search the old campsite for two medals. One is by the wooden structure (inside a box) and one is out 
in the open shack by the pool. These are the last bronze medals for this stage. If you missed any, it's earlier. 




(ABOVE LEFT) 7/8 Bronze behind some boxes. 
(ABOVE RIGHT) 8/8 Bronze in the wrecked shack. 


7/8 Bronze - In a wood box near the starting spot. Destroy all wood boxes at the campsite, if you moved. 
8/8 Bronze - In the wrecked sleeping shack. 


The Flooded Paradise 


The next section is all swimming (with a quick puzzle), so use the buttons wisely to surface, dive, and swim faster. There 
are many pockets of air you can swim up to (mostly), but not always. Locking the camera behind Lara is a good idea, 
since you will retain a sense of direction. When you hit the checkpoint while underwater, you will have reached the main 
room of the Paraiso ruins. 



(ABOVE LEFT) Switches throw. All four will drain the water. 
(ABOVE RIGHT) 2/2 Silver in the tunnel behind Lara. 


Drain the water from the main chamber by using all four blue switches (underwater). You have to operate all four on one 
breath meter, so swim like your life depends on it. Once the water is gone, check the tunnels for a medal. Grab it, then 
approach the break in the wall for a checkpoint (saves your rewards too). 


2/2 Silver - Drain the water from the large room and explore the tunnels before approaching the wall. You'll find the 
medal quite easily. 


Glass Ceiling VS Sloped Ceiling 


There's only the gold medal left if you bagged all the cargo. So concentrate on survival for now. To go up the steeply 



sloped areas, jump and grapple swing. You cannot grapple while grounded and hope Lara to start swinging. Nope, she 
has to be in the air to grapple swing. 


Ready, Press, Button, Action 


At the top of the slopes, a button press puzzle for survial will start after the checkpoint. Press in the direction of the 
joystick, then the buttons as they appear to escape. Push UP (on the joystick or keypad for PC), then JUMP, then 
ACTION. 


Cuckoo For Light Beams Of Death 


This puzzle looks impressive, but fairly easy once you find all the parts. Use the grapple to bring down the statue near 
the checkpoint. This yields one stone ball. Use the second stone ball with the first ball to depress the central and right 
floor panels. 


The statue with the ladders reaching the floor has a third stone ball atop its head. Push that one off and complete the 
puzzle. To reach the top, use the ledges in the mouth and body to go around the ladder obstruction. The light beam 
won't kill you. IGN just likes to zing you because you're gullible. 



(ABOVE LEFT) The tunnel to the fourth stone ball can be seen as you go towards the rope. 

(ABOVE RIGHT) On the pedastel near the rope, you can look up and see the hole and the ledge on the right you need to aim for 
from the rope. 


After the story sequence, you will be on dangerous ground. You do not have a save point until you reach the slopes you 
passed by earlier, and there are plenty of things to kill Lara (mainly falls). Go up and over the collapsed floor and drop to 
the rope. The obvious way is to head back the way you came and wipe out FarCry mercenary rejects along the way. 


However, there is a ledge above the collapsed platform (left of the rope) you can swing to. Following that to a hidden 
tunnel will reveal a fourth stone ball. Roll it downhill and smash through the wall. Follow it down and put it in the central 
plate for the medal. 


Gold Get - At the rope, swing to the left for the ledge. This leads to a fourth stone ball you put on the center floor plate of 
the puzzle. Doing so reveals the final medal for this stage. 


Escape The Ruins 


Once you have the medal, you need to go up and over the collapsed floor and drop to the rope again. Take the obvious 
way out and wipe out FarCry mercenary rejects along the way. The assault rifle you kept from the street fight will now let 
you fight with the range you need. 


Kill the guys in the main chamber and climb out. The final rope is stiff like a pole -- you can use fast move on this for the 



time trial -- and leads back to the old campsite. Kill all the enemies here and you clear the stage. 


Zeitherausforderung - Efficient German Time Trials 


The longest part of this stage is actually the motorcycle stage. Die even once and it's 
back to the checkpoint, obviously making it hard or impossible to clear the stage under 
time. The good news is that the in-game cheats work (once you earn them) to give 
you a leg up. The cheat IGN is talking about is the one-hit death cheat. 

Once you have that cheat on (you can enter it when Lara is making her western 
stance cinematic), you kill the enemies with one handgun bullet (anywhere) making 
the stage very easy. This lets you conserve life in the motorcycle scene for later, and 
lets you concentrate on driving and avoiding obstacles instead of worrying about 
enemies. 

Lastly, the cheat makes it possible for you to take things slowly with the jumps and 
ledges near the light puzzle (especially coming back), so you can easily take the time to avoid dying and wasting tons of 
time restarting. 


Japan - Home Of The Hello Kitty Factory 

Lara cannot fight in her current attire. Simply follow the script and meet the bartender. This unlocks the door to the 
Japanese business guy Nishimura. Once the chat is done, Lara gets into action and behaves as she does in the wild. 



Killing all the enemies in the party room will trigger a new cut-scene. The TV screens can be used to kill enemies, but 
are not necessary. Go to the small lift on the side to continue. It's opposite the hallway to Nishimura's office. 


On The Roof 


On the roof, there' smuch more to do. All the medals are inside the room with the motorbike (and one on the roof). So 
get up there by blasting the generator and climbing the pole. There's a medal inside a box on the roof (easy). 



(ABOVE LEFT) Yank the skylight back using the grapple, but don't miss the 1/6 Bronze on the roof. 
(ABOVE RIGHT) 2/6 Bronze is under the stairs by the red bike. 


Get into the bike's room by grappling the skylight and pulling it aside. There is another medal under the stairs, and a 
third behind some boxes. 


Get all three medals then use the motorbike and drive up to the broken walkway for a button press action sequence. 


1/6 Bronze - On the roof of the buidling after climbing the generator's pipe. 


2/6 Bronze - Under the stairs in a wood box. It's inside the room with the motorcycle. 

1/4 Silver - In a wood box surrounded by crates you can move. It's inside the room with the motorcycle. 


Ready, Press, Button, Action 

Press the buttons (same order each time) and you survive to reach the next building. Press GRAPPLE, then JUMP, then 
DODGE. 


Across the Street #1 

Begin the next section by heading down the scaffolding and taking the medal in the box (lower level). Backtrack and 
continue on the top planks to the end where a zipline awaits. Get by the center area of the upper walkway by shooting 
out the obstacle and then using the rope. Once past the zipline, you get a checkpoint. 


(ABOVE LEFT) The lower walkway has the medal. 

(ABOVE RIGHT) Or you can drop down from the top, get the medal and then head back again. The checkpoint exploit saves your 
effort. 


3/6 Bronze - On the lower walkway of the scaffolding. 


Across the Street #2 

Use the grapple to bring the window washing platforms closer to Lara before having her jump. While on the platforms, 
you need to grapple swing on the anchors around the building's exterior. Follow the trail around the right until you reach 
solid ground. Once you do, you fight some Yakuza goons and some dogs. Jump onto the raised garden platform and the 
dogs cannot attack Lara; however, explosives and gunfire can still reach her however. 


Inside Takamoto's Building 



Inside the building, head downstairs for a medal. Head all the way up the stairs for a second medal (the second requires 
more work). Use the pipes and ledges to reach this one. It's easy. 




(ABOVE LEFT) 4/6 Bronze on the bottom of the stairs. 

(ABOVE RIGHT) 2/4 Silver on the pipes on the top of the stairs. 


4/6 Bronze - Head down the stairs and find it in a wood box. 


2/4 Silver - Head all the way upstairs and locate ledges to reach the pipes. The wood box has it. 


Japanese Office Space 


The exit is the middle door, which leads to an office like environment with many enemies. Kill all the enemies in the room 
and don't miss out the two medals in the cubicle area. One is inside a box on the floor. It is in the corner of the room. 

The second is inside a locker on the upper floor. Get both after you clear the room but before leaving it. 



(ABOVE LEFT) 5/6 Bronze in the corner of the office. 

(ABOVE RIGHT) 3/4 Silver in one of the lockers up the stairs. 


Escape the office cubicle area by using the grapple on the 
large TV screen. This reveals two metal hooks that hold up 
the screen. Shoot both hooks to smash the TV screen and 
exit. 



While here, you may want to take a shotgun, since it may 
be helpful in the boss fight later. If you are comfortable with 
the assault rifle, then ignore it. 


5/6 Bronze - In a wood box on the ground level. It's in a 
corner near the big screen TV. 



3/4 Silver - Inside a gray metal locker. Easy to spot the 





lockers, if you take the time to look. 


Skyscraper Exterior 


There are no more medals for a while. Simply climb the building's side using the poles, pipes, and grapple anchors. 
None of them are complicated, so make your way up. Occasionally, you will need to swing back onto a bar you were 
previously on. 



(ABOVE LEFT) Grapple the signs to make new advances. 

(ABOVE RIGHT) The final part collapses. Move fast. ZIG fast. For great justice. 


At the very top, the pipes and bars will start to collapse, so you need to "safe grab" if needed, then make the move at the 
earliest possible moment to get to safety. It's not as deadly as Prince of Persia, but Lara does not have a Dagger of 
Time. At the entrance to the art room, there should be a checkpoint. 


The Art Club 


Kill all the enemies inside -- the chandelier can be shot down with ACTION (or you can use grenades). It's better to head 
to the second floor and use the assault rifles to level enemies. You can take your shotgun back up later. A medal is on 
the balcony and a second medal is inside the small room with four lockers. 



(ABOVE LEFT) 6/6 Bronze in the balcony of the art room. 
(ABOVE RIGHT) 4/4 Silver in one of these lockers. 


6/6 Bronze - On the balcony with the enemies. It over looks the whole room. 


4/4 Silver - Inside a gray metal locker in the small mainframe room. Easy to spot, if you explore. 




Hallway Of Death 


The hallway after the art room is laced with traps. You can avoid the lasers if you see them by turning on the sprinkler 
system. Alternately, you can simply roll the stone ball and use it as a shield against the gun turret. After you roll up to the 
turret, wait five seconds for the turret to power down. Once it does, you can detach Lara from the ball and move on. 


Dragon Room 


Kill the enemies after the cutscene and take the shotguns if you want. Grapple the dragon and use it like a battering ram 
on the glass. Kill the enemies who spawn out. There's one more medal (the gold one as usual). Locate the ornate 
cabinet on the upper level and break it by pushing off the ledge for the prize. 



(ABOVE LEFT) Make things easy and use the ball for a shield. 
(ABOVE RIGHT) Break this box for gold. 


Gold Get - Destroy the ornate box on the upper level by pushing it out the opening made by the swinging dragon. The 
medal will appear shortly after. 


Boss - Takamoto 


The boss is fairly tough if you don't focus on avoiding his green energy shots. Go behind any statue and climb the pole 
to the boss' level. This lets you avoid the gun turrets on the lower level. The boss shoots only at two heights when he 
"spread fires" and hits you at both heights if he "vertical fires". Jump or roll the spread shots and get close to shotgun 
him in the face. 




(ABOVE LEFT) Takamoto has turret guns on the bottom of the room. Don't stay there. 
(ABOVE RIGHT) head up on these pipes then apply shotgun to face. 


This boss plays the range game and tries to run when you get close -- however, he can attack you up close (major 
damage) if you get too close. The statues block some of the shots, but for the most part, you can avoid the spread fire 
attack. Kill the boss and you win. if you run out of shotgun ammo, you might have to wear him away a little more. But 
that's simply a pattern of avoid and fire, avoid and fire, which is somewhat boring. 


Zeitherausforderung - Efficient German Time Trials 


The boss fight with Takamoto is your biggest concern, apart from the rather deadly 
jumps on the scaffolding just after the party scene. Strangely, the skyscraper exterior 
is easy, unless you really rush it. However, the sheer number of enemies makes it 
hard. Make it easy on yourself and try to earn the one-hit death cheat first by 
completing the time trial of the last stage before doing other time trials. 


The one-hit death cheat prevents infinite ammo from being used, but who cares!? 
Even the mighty boss Takamoto will die instantly with one shot, giving you well over 
two minutes left on the clock if you do things right. Yes, you heard IGN -- over two 
minuntes left on the clock when the boss bites the dust. The amount of time there lets 
you prepare for almost every jump, and insure that you never fall to your death. 


Ghana - Ex-British East Africa Territory 

Begin the stage by diving off the waterfall. The main puzzle is to head into the temple ruins. The complex is impressive, 
but the puzzle is not complex. Begin by using the rope to unlock the gate mechanism, then use the grapple on the shiny 
drawbridge to open the main door. Before heading in, there are three medals underwater in the big ass pond. 




(ABOVE LEFT) The bronze medals glow once in sight. Easy. 

(ABOVE RIGHT) 1/4 Silver is attainable only after the temple is revealed. 


On the mechanism island, there is one medal to each side (at the bottom and towards the sides). Dive and find them 
both. A third one is under the mechanism island itself. All three are easy to find once the camera is forced underwater. 
After you get all the medals, head back to the entrance and go inside. 


1/5 Bronze - Go onto the mechanism island, face the temple door and dive to the right. 


2/5 Bronze - Go onto the mechanism island, face the temple door and dive to the left. 


1/4 Silver - Go onto the mechanism island and under the island. You only get this medal after the cut-scene with "Good 
evening Mr Bond" and the temple entrance is open. 


Lara Croft & The Temple Of Death 


Cross the fast moving water with the raft (grapple and drag it) and the ropes. Once you're past the fast-moving water, 
you can hit the water and swim the rest of it if you miss the second rope. Kill the enemy and bypass the broken traps. 


The enemy here has a shotgun. If you continued the game from Japan and have some extra shotgun rounds, keep the 
weapon around, since it will help with the next boss fight (in this stage). 


The second broken trap is more an obstacle than death -- you need to leave Lara on the floorplate long enough to make 
the exit grating raise to the highest spot before moving past it. Enter the large room and fight enemies. 


The Main Room 


The main room has a new enemy -- the emplaced 
machinegun. Luckily, it can't fire underneath and it can't 
turn too far to the sides. From under it, just head to the side 
you can mantle from and you can get to the top where the 
machinegun is. Kill all the enemies, use the emplacement 
and shoot the stone pillar near the moving water wheel to 
get things going. While here in the main room, you can also 
get a medal. 


3/5 Bronze - In the corner of the upper level to the 
emplaced gun. 



The Water Wheel 


Starting the dry water wheel is a lengthy challenge. Begin 
by using the bars on the working water wheel to access the 
corner platform. On the corner platform, grapple the moving 
metal car and ride it to the other side (where the dry wheel 
is). Cross the gap via ropes and pipes to the ladder to the 
upper level. 


Climb, climb, climb to the top and head to a suspiciously dry 
room with a similarly suspicious raft. Grapple the raft over 
to the entrance and drop onto it to fight the jaguar. The 
jaguar cannot attack if Lara stands on the raft. The raft is 
necessary to reach the other side. The dry room with the 
jaguar has a medal in the corner (right under the two 
moving blocks). Hook it and go use the two main blocks to 
reach the upper level. 


4/5 Bronze - Under the two moving blocks in the dry room 
with the raft. 



The Reservoir 


From the top of the dry room, you can see the water in the reservoir. You can simply dive down into the water or use the 
raft below. In the reservoir, there is a corner with a water-level dry area you can stand on. There's a medal near there. 
Grab it, then head up the ladder to the second set of moving stones. Use the momentum to reach the top for a 
checkpoint and a medal just around behind the pillar. 




5/5 Bronze - On top of the second set of moving stones. Right past the checkpoint, it's on the left. 


2/4 Silver - In the water reservoir, there's a low spot to dry out. The medal is in the corner. 


The Water Goddess 


Move across the gap via the ledges and stand on the floor plate to topple a large block -- this is a shortcut from the dry 
room to the floorplate in case you fall off (Lara usually dies from the fall, but it's there nevertheless). 


The puzzle to free the water goddess is to place the block on the second floorplate. This moves the metal clasp holding 
one of the statue's arms. To open the other clasp, stand on the first floorplate and cross over to the statue's front before 
the other metal clasp re-closes. 


Grapple the statue's breasts and yank her arms out. Head back to the water wheel room and go into the hallway with the 
piston traps. 


The Trapped Hallways 


The hallway previously blocked by traps can now be navigated since the traps are no longer cheesy walls. Simply roll or 
run through each set of pistons, then when it comes to the scissor blades, use the block to "hold down" one side of 
blades. 

Be careful that when you reach the end of the hall, Lara 
needs to stop (or the blades clip through the block and kill 
her). Release the block and jump on and over the block to 
continue. A second block embedded in the wall can be 
used for the second set of scissor blades. 

A checkpoint will occur after the scissor blades -- this 
means you have to "action" cam Lara out of the way of a 
rolling boulder. Jump over the first set of traps, roll under 
the second (right and left, respectively) and hop the final pit 
of spikes to get a checkpoint and freedom. 


When the boulder shoots past Lara, it opens a shortcut 
back to the mechanism island (still 50,000 times better than 
'Survivor: Exile Island' -- FOX TV rules all). Head down the 
ladder for a medal, but head back up the ladder and across 
the gap to continue forward. 




3/4 Silver - Down the ladder after escaping the boulder. 


Surprise Rocks -- Each More Surprising Than The Last. 


Use the bars and ledges to move across the outer face of the Ghana temple. Several times, rocks will fall and kill you, 
so be quick about moving to the next available element you see (ledge, bar, etc.). If you don't, you wind up restarting. 
Use ACTION while on ledges to fast move to your new spot, or expect to get stuck. For the most part, if you hear 
something crackle when you land on a ledge, start moving quickly out of the way (around a corner, jump for a pipe, etc.). 


Go across the temple's front face and keep head up and across while avoiding rocks. The lift may sparkle, but simply 
jump on it to get across. The spark is for the grappler, in case you get stuck on the lower levels and need the lifts to 
descend. Crystal Dynamics calls this a "contingency solution". 


Lara Croft & The Temple Of Death Electric Boogaloo 


... now starrin' Shabba Doo n' Boogaloo Shrimp. After that, a checkpoint will occur, then you will have an annoying 
cutscene. Use the torch to light the way down and grapple swing across the gaps. Kill the enemies on the bridge and 
topple the block to break the bridge (the bridge will always be destroyed when a checkpoint is loaded). 


Here's where you need to exploit the checkpoint system. There is a medal that's hard to get; plus you need at least one 
grenade to get it. Head out, pipe across and at the lowest ledge, jump past the falls and onto a small island with a brown 
door. Blast open the door with an explosive, grab the medal, then head back to the bridge you passed earlier. 


The goal is to "re-checkpoint" Lara at the entrance of this section (outside), then head back to the checkpoint past the 
rope bridge so you don't have to keep trying for the medal each time you die. The way back is sufficiently easy that you 
almost won't die. Once you get this excess shit out of the way, you can keep playing without hassle. 



(ABOVE LEFT) Door closed. 

(ABOVE RIGHT) Door open for 4/4 Silver.. 


4/4 Silver - At the first set of bars past the rope bridge, swing across the chasm to the lonely brown door. Blow up the 
door with a grenade for the medal. 


Top Of The Waterfall 


Use the bars and ledges to reach the top of the interior. Avoid the fast moving water, since it will sweep Lara off and it's 
no more bukkake parties at Abbington for anyone. Avoid the red explosive barrels, head across the bridge and kill the 
enemies. 


The one enemy not donning the SWAT uniform has a grenade launcher, but it's more practical to take and keep a 
shotgun instead for this stage's boss. Cross the rope bridge to take out the bomber or snipe him from afar (note enemy 




has the advantage for sniping on normal and hard). One kick will send the bomber off to his death and you can simply 
move into the final room without much trouble (enemies don't follow you). 


The Golden Door 


Kill the jaguar after the checkpoint and climb the stairs -- 
quickly jump to the rope and avoid both boulders. A third 
boulder is triggered on the right stairs. Use the niche and 
hide (ala Chris-Jill-Barry Redfield in Resident Evil). Stand 
on the floorplate at the top but don't leave yet. When the 
door is at the very top, head back downstairs (that's right 
you freak) and enter the room under the floorplate for a 
medal. Head back up, equip your handguns, open the exit 
door, and be ready for a boss. 


Gold Get - Stand on the switch to raise the door to the boss 
completely. Instead of heading in, head back downstairs 
and enter the mysterious door near the broken stairs. Medal 
get. Snort-snort. 



Boss - Rutland 


Bosses who are invincible are cheap. This boss cannot be killed until the room's puzzle is solved. First, attack the boss 
until it starts regenerating life on the platforms in the arena. This boss likes close attacks, so dodge and jump are 
necessary to avoid being killed on Normal and Hard. 


Once the boss starts regenerating life, the ACTION key will appear when you deploy weapons. Destroy the four stones 
of each ledge. This reveals a "hidden stone" you can grapple and yank out. 


Shoot and yank each of the four platforms (you have to drive off the boss to get some time to do it), and when all four 
ledges are yanked out and destroyed, the boss can no longer regenerate. 


Once you get the boss to keep his charging attack against you, pull out the shotgun and make this West Point washout 
suck lead. A few solid hits will put down this fellow down and out. This is probably one of the few instances the shotgun 
is worth the price of carrying it around. Note that the bullet-time combat move will not work, since the boss will decidedly 
attack with his weapon up close. 


Zeitherausforderung - Efficient German Time Trials 


The boss fight with Rutland is your biggest concern, apart from the rather deadly 
traps. The block pushing area to counter the scissor blades will cut into your time if 
you time things badly, as well as the uncooperative camera while doing the water 
wheel puzzle. Strangely, once you are past the boulder, things can run smoothly -- 
provided you can kill enemies with one hit. 

The one-hit death cheat levels the boss without the time consuming process of 
destroying the platforms. This already gives you a huge advantage, one that lets you 
take your time with the jumps and lethal traps you normally have to use speed to get 
by. Without the cheat, you will be pressed for time and health by killing Rutland the 
normal fashion. Don't do that to yourself. 


Kazahkstan - <?????> Carbonek 


Begin the stage by jumping off the cliff (BASE jumping) and pressing the correct key to deploy the chute. Land and use 
the emplaced machinegun to make like Erich Remarque's Western Front. 



Once things quiet down, try jumping from the roof to the next roof (via the pipe) with the suspiciously glowing medal 
crate. Doing so will spawn more enemies. Simply head back to the emplacement and clean house. After this second 
wave, no new enemies will appear until you get to the next area of the base. 



(ABOVE LEFT) Jump off and press ACTION, or not. It's fun to splatter. 

(ABOVE RIGHT) 1/5 Bronze on the roof. It's that thing that looks like a light on the roof because this illustration is so damn small. 


1/5 Bronze - In a wood box on the roof of a building next to the emplacement gun. Use the watchtower's pipe to reach it. 


Inside The Siberian Supply Bunker 


Collect all the weapons here -- you will need a few good 
weapons for the enemies ahead and an assault rifle is a 
good idea. 


There's plenty of ammo on normal but you won't have much 
health on normal or hard if you mess around. 


To move on, enter the large building and take another 
reward before climbing the ladder to the rooftop. 


2/5 Bronze - The small supply room inside the building with 
the ladder has a medal. 



Metal Gear Croft 

Kill the enemy and descend from the guard tower. The machinegun nest should be razzed by good dodging, or by using 
the rooftops ingeniously. Take out all the enemies here and pay attention to the small gated area with an obvious medal 
crate. Get to it by destroying the boxes at the fence opening. 


The next step is to enter the building near the gun emplacement to get a cut-scene of some Russian soldiers. Once the 
door code is revealed, simply exit, kill the remaining enemies and operate the keypad to open the security gate. There is 
a grenade launcher from a gate enemy if you want it. 




(ABOVE LEFT) The boxes here are blocking the entry to the small yard. 
(ABOVE RIGHT) 1/3 Silver is in the box within. 


1/3 Silver - At the base of a watchtower, there's a wood box with the medal. Destroy the boxes blocking the entry to the 
area and simply take it. 


Security Gate and The Command Center 


After entering the building in the second area and speaking with the Russians, open the gate, head up the hill and dodge 
or shoot the explosive barrels. Enter the building for a cut-scene. Head up the ladder after the cinematic ends and 
zipline back to the train. Kill all the enemies until the doors to the train open, then kill the goons near the motorcycle. 
Once that's done, take the bike and end this section. 


Siberian Train Spotting 


If you notice, the cycle chase keeps going forever until you kill enough enemies. That said, head out from the train and 
kill enemies. After enough die, the train decouples cars to block a tunnel. A checkpoint will happen. 


Go around the side road and follow the high roads to move on. The enemy cyclists are nothing but the RMVs (Recon 
Medium Vehicle) will kill Lara instantly if they make contact. The RMVs can be destroyed if their gunner is killed. You will 
know you're at the end when Lara's bike hits really narrow road and hops over the train twice. Once that occurs, just 
drive on the train's top to end the vehicle section. 


Ready, Press, Button, Action 

Lara will need to press DODGE, then ACTION, then GRAPPLE to avoid death on the train. 


The Burning Train 

There's a single medal on the ground once you hop over the burning wreckage. 

Use the hydraulic cranes to cross from the starting point to the tunnel entrance. There're ledges there you can use to get 
over the burning wreck. Once you do, drop and look for a medal. 


Climb back up and use the second hydraulic crane to get to the destructable fan. Blast the fan and enter the ventilation 
ducts. 


3/5 Bronze - Cross over the burning train and drop down before getting past the fire wall. There's a box in the corner 
with the medal. 


VersaLife Ventilation 


The pattern of hop the electric wires, shoot the fan, bar swing across the rectangular room, and drop down a level is 
interrupted only by one medal (where you have to grapple swing). When you have to grapple swing - STOP, DROP, and 
get the medal. Then head back up and grapple swing to the exit. 







(ABOVE LEFT) When you have to grapple, stop and drop for the medal. 
(ABOVE RIGHT) 4/5 Bronze at the bottom. 


4/5 Bronze - At the point where you must use a grapple swing to cross the gap, you can descend to the bottom and 
locate a wood box with this medal. If you proceed further, you will not be able to return to this spot. 


Generator Room 


The generator room has no transgenics. There's a single medal here in this room. Face the spot where you enter the 
generator room and head left. Grappling the locked gate will open it so you can access the medal. To start the 
generator, simply look for ledges along the wall to the catwalk above the generator. Follow the catwalk to the rope to 
connect the fuel pipe. Grapple the generator starter switch and it will unlock the door to the next area. 



(ABOVE LEFT) Look up and get to the catwalk. 

(ABOVE RIGHT) Grapple open the cage door for 2/3 Silver. 


2/3 Silver - From where Lara drops into the room, stop and face right. There's a way to get to the cage with the medal 
box. Easy ledging. To get the door open, grapple the gate and pull. Fort Knox is not as easy to break into, not like 
there's much gold left after 50 years of spending. 




Face Eating Kool-AID Coolant 


The green gas is "fire" and will kill Lara instantly on normal or hard. Avoid the gas by staying the pipes and platforms. 
Avoid the purple sparks by watching their movements and timing your fast move (ACTION repeatedly) across the pipes 
to safety. At the corner, use the ledges to go around and continue. Head into the next room at the end of the hall. 
There's nothing here, so don't worry about it for now. This checkpoint at the end of the hall will be used again later. 


Tesla Gun Room & "Down There" 


The Tesla Gun is un-powered. To continue, you need to activate the main reactor. Be sure to leave the red explosive 
drums and all the metal boxes near the Tesla Gun alone -- you will need them in their starting positions later. 


Head down the broken bridge and kill the enemies down there. One enemy has a riot shield. He cannot be killed unless 
you bullet-time or slide juggle him into the air. Alternately, you can use grenades. Search the bottom of the area 
thoroughly, since there is a medal here and a checkpoint not far after it. Getting the checkpoint first means you have to 
get the medal each time you die. 



(ABOVE LEFT) Just around the generator is the medal. 

(ABOVE RIGHT) If you see 5/5 Bronze from atop the tower, you missed it. 


5/5 Bronze - At the bottom of the main reactor, there's a medal on ground level in the corner. Search for it easily, for it's 
only bronze. 


Oobi-Croft Laranobi's Climb On Death Star Power Tower 


Climbing the power tower is avoiding the purple sparks and simply knowing where to go. Use the pole on the ground to 
reach the checkpoint and start the climb in earnest. The first few bars and ropes are easy. 


The two poles with the sparks are deceptive -- you don't jump for the ropes attached to the cage with the box -- instead, 
you use the "electrically trapped" poles to reach the dead body. Checkpoints await you there. Pity you if you missed the 
medal at the bottom, because you cannot get it unless you restart the whole stage. 


At the top, move Lara so she can target the explosive drum in the hanging cage. You can do it (barely) with Fine Aim, 
but you can also target through the small gap windage in the gate door and use Locked-On ACTION instead. Medal get. 




(ABOVE LEFT) Shoot the barrel for taking out the cage's end. 
(ABOVE RIGHT) 3/3 Silver. 


3/3 Silver - At the checkpoint near the dead scientist, there's a cage with a box and barrel (as opposed to Crate and 
Barrel). Simply shoot the barrel through the very narrow gap in the gate doorjamb and 
BOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOM. Medal get. 

BOOOOOOOOOOOOOOOOOOOOOOOOOOOOOM !!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!! 


No Power To The Tower 

Follow the track on the ground to the next hallway to the power core room. Avoid the gas (easy), kill the enemies 
(medium), and solve the puzzle (a little hard). Grapple the power core until it's stuck and Lara bemoans she's not as 
strong as Chun-Li -- the manliest and strongest "woman" in the world. 


Climb on top of the power core and use the ladders and pipes to go up and across the room. Lara can use the central 
power node as a ledge-around from one side to the other. At the final ledge just before the rope to the control room, you 
can shoot out the explosive barrel and grapple swing in for a checkpoint. 


RISE FROM YOUR GRAVE .... POWER-UP ... POWER-UP ... POWER-UP 


Operate the lever in the control room, drop back down to the floor and grapple yank the power core along the track. Melt 
the door using the same process and follow the power core back outside to the main generator. 


Avoid the static vanes by grapple yanking them to swing. Once they do, run past them when no blue sparks are present. 
Open the door of the main generator and the power core (don't touch it by the way) will power the whole place. DODGE 
past the trapped doors and get a checkpoint. 


Save the game here in the shield room or IGN will find you and take away your game system for being a nOOb, 
you newbie. 


This is because you can accidentally trigger other checkpoints (unwanted) and have a completely stuck game. Approach 
the doors back to the Tesla Gun. It is now fully powered and operating. 


Shocking Fun - Use Of Tesla 


The physics in this game will now be put to your test. On board the Tesla Gun, Lara is invulnerable. Use the red drums 
to kill the three enemies across the gap. Aim for their heads, then press SHOOT with the drum hovering. Reload the 
game if you miss since you only have five drums. Once the guards are dead, consider triggering the checkpoint near the 
coolant hallway -- saving there if everything is keen (on a different file) might be a good idea. 


To get the final medal, you need to use the Tesla Gun's pull/push to drag the moving metal platform left to right. 
However, you will notice (if you turn the gamma to 100) the track has a wide U-shape. 


This means the platform will not go all the way right unless 
you really know how to force the Tesla Gun and the game 
engine to do what you want. 


Pull the platform (more leverage) and as the lift approaches 
the upward curve on its track, push it (SHOOT) several 
times to nudge it to the end. Only by turning up the gamma 
on your screen and studying the lift's rail will you 
understand what is going on. 


Once the metal platform is in the correct spot, pull out the 
four metal air-conditioner boxes (unmovable by Lara 
herself) immediately to the right of the Tesla Gun. The 
larger metal box on the raised ground -- which Lara can 
push -- should be pushed towards the gap. This lets Lara 
grab hold of the ledge created by the absent four-in-a-row 
metal air-conditioner boxes. 




(ABOVE LEFT) Take out the four-in-a-row boxes near the Tesla Gun to get your ledge. 
(ABOVE RIGHT) Hop and around for the way to the gold medal. 


Ledge around and use the torch to reveal where you have to go. The medal is fairly obvious once you round the corner 
and hop on the metal grating. There's no way forward, so head back to the Tesla Gun, drag the metal platform to bridge 
the gap. 


Gold Get - What was said above. Pull out the four-in-a-row metal boxes next to the Tesla gun. Use Lara to move the 
metal box on the raised area to reach the ledge. Use the Tesla gun to move the metal platform to the furthest right of the 
track by shrewd manipulation of the push and pull. Follow the platforms and get the medal. 


Final Coolant & Obstruction Hallway 


There's no way forward from the medal, so head back to the Tesla Gun, and drag the metal platform to bridge the gap. 
Use the grapple to move the lift over the green gas. Shooting the obstructions will let you move through unimpeded. 


To avoid the electrical obstructions, either duck or hop over them after you start the lift moving. Good coordination is 
needed to make the hallway a breeze on time trials. Heading through the door after this hallway is the boss fight! 


Boss - Red Tick Beer. Needs More Dog. 

You cannot kill this boss. So don't bother attacking. Instead, use DODGE and head for the four switches between the 
small sparky balls at the edge of the arena. Each switch will unlock a Tesla Orb for the second part of the puzzle fight. 



Note that Lara is invincible when she uses objects, so if the hellfire is about to hit, press ACTION. If you are close to the 
switch, you may "warp" over to the switch and be rendered invulnerable while she opens the switch. In any case, do not 
do fancy dodges. Just press DODGE once but repeat the presses slowly so she keeps moving forward in single rolls. 
The faster you reach all four switches, the more life (and time) you save. 



(ABOVE LEFT) Go to each switch quickly and ACTION it to make Lara invulnerable during the animation. 
(ABOVE RIGHT) When the Spheres of Pnath are dropped, teabag them using the Tesla Gun in the middle. 


Once all four switches are on, go to the Tesla Gun in the center. Aim at each of the four blue Tesla Orbs and SHOOT 
them into the electric field. To do this successfully, hold SHOOT and when the ball starts dropping, press and hold 
SHOOT a second time and the field will appear differently. 


If the boss knocks Lara off the Tesla Gun, get in it once more, and quickly shoot all four Tesla Orbs into the field. When 
you do, you have about five seconds to get out of the gun, aim the camera up and grapple yank the object above the 
Tesla Gun to win the stage. 


If you have trouble connecting the grapple, you need to move away from the Tesla Gun slightly to make the grapple a 
success. Once the object is yanked, you end the stage, regardless how much life you have left. 


Zeitherausforderung - Efficient German Time Trials 


The motorcycle ride is the longest thing you have to worry about in this stage. Maybe 
that and powering up the core once inside the base. Rapidly get by the bike stage 
using the one-hit death cheat. Without it, you will be very hard pressed for time during 
some of the later jumps, and such lapses are deadly to the time remaining on the 
clock. 


By now, if you haven't noticed, you can get a load of grenade launchers. All of which 
are useless since bosses that are vulnerable to grenades are too fast to be hit by 
them. Bosses who can be hit by the grenades are invulnerable to terrene weapons. 

Take a shotgun or assault rifle, but with time trials, you best bet is to unlock the one-hit 
death cheat first, then enjoy the carnage. 

England - Arthur, King of the Britons & Bocialist 
Vice Sub-Chair Person of the Committee for Silly 
Walks 



Start the stage by moving the box under the vent entrance. Grapple the vent cover off and head inside for an easy 
medal. Grapple the second vent cover and head outside. 


Use the window ledges to reach the power switch. Once that's done, ledge back over the shocking pool and use the 
door to head back inside the park. Operate the sword switch to enter the British version of Diznee-Land (now under new 
management). 



1/9 Bronze - Inside the storage attic to the main power breaker. Can't miss it -- and try not to. 


Attraction Room #1 


Near the attraction with the multiple knights, there is a small 
vent leading to a medal. Get it and head back out. 


To cross the drawbridge and into the next room, use the 
pipes to reach the drawbridge. 


Once the drawbridge starts coming down, jump back to the 
previous bar, then jump through the drawbridge before it 
closes back up. 

2/9 Bronze - Near the attraction with several knights, use 
the torch to reveal a vent hole with the medal. Easy, unless 
you didn't know about exploration. 



Attraction Room #2 


Fine aim and shoot the latch on the hanging longboat. 
Cross over it to the other side and look for a second vent 
leading to another medal. 


To get out of this room, operate the sword switch to reveal 
an anchor. Grapple yank it to open the door. Head in and 
find a forklift, a checkpoint, and a good box puzzle. 


3/9 Bronze - Opposite the drawbridge, use the torch to 
reveal a vent hole with the medal. Easy, unless you didn't 
know about exploration 



Gabelstapler Room 


Use the forklift carefully, since the boxes you want need to remain vertical. Move one box to the corner under the vent 
cover. Take a second box and move it carefully next to the first. Raise the box using the forklift and get out. Climb into 
the vent for a medal. 




(ABOVE LEFT) Stack boxes for the 1/5 Silver. 
(ABOVE RIGHT) Break the tomb for the 2/5 Silver. 


To move into the tomb, bust down all the boxes with the forklift and smash the tomb opposite the ramp for a second 
medal. The rest of the way to the next checkpoint is easy -- use the forklift to bypass the traps and the cargo tongues to 
raise the gate. When the last wall is destroyed, there is an insta-death scene. 


1/5 Silver - Inside the professor's office. Use two large boxes, the forklift, and your imagination to reach the vent in the 
corner. If it escapes you, you might have problems during a major natural or man-made catastrophe in how you 
proceed. 


2/5 Silver - Smash open the fake sarcophagus at the room with the fake wall for the medal. The fake forklift is all 
powerful. Fake, fakety, fake, fake, fake. 


Ready, Press, Button, Action 


Press JUMP to get the hell out. 


Jump In The Hole In The Cenotaph If You Go 


There are three medals in this vertical shaft and it's easy to lose track of them (if you die and restart a checkpoint). So 
try to reload or not die (if you have grenades, it's easy to restart a checkpoint). Alternately, save at the top of the vertical 
shaft and reload if you die. At the stop of the shaft, there're two medals you can immediately see and grapple. Do it. 






(ABOVE LEFT) 4/9 Bronze to the right of the checkpoint. 
(ABOVE RIGHT) 5/9 Bronze just ahead. Grapple both. 
(BELOW LEFT) The 6/9 Bronze is hidden in the arcade. 
(BELOW RIGHT) Mantle and grab it before heading down, 


Once you start going down, the floors and ledges start collapsing, so you need to make to a new pipe, floor, or ledge to 
avoid death. Along the long collapsing ledge, there's an opening above it to the final medal in this room. Drop to the 
ground for a checkpoint and safety. If you miss these medals, they're easy (and early) enough for you to come back and 
try again. 


4/9 Bronze - To Lara's right at the top of the vertical shaft. 


5/9 Bronze - Across the shaft -- grapple it before descending. 


6/9 Bronze - Inside the small tunnel. You have to mantle to it from the collapsing ledge, or you will never get it. 


Blade Traps and Oil Fires 


The ground has a "III" switch on the wall. It's a secret. Right now, you need to move ahead to the fire and alternately use 
grapple and a jump from the cage to cross the fire. Bring the cage with Lara to the darkened blade trap room. The 
cage's use is obvious. 

Grab a second cage near the blade trap room's entrance 
and use both freely to move through the room. On time 
trials, you can get away with using one cage. To the left of 
the blade room's entrance, there's a medal. There's an 
optional puzzle in the blade trap room for the "III" switch 
earlier. From this medal, push a cage to the high ledge and 
press in the "I" switch. 

Take both cages and usher them to the sides of the large 
center area of the blade trap room. Only one side's high 
ledge is accessible. Go there and push the "II" switch. Move 
the boxes through the blade and fire trapped hallway to the 
door. Both boxes will form a fire-proof path over the 
conflagaration. Use the switch and hop past the one-way 
door. Note that using a box to jam open the door is 
pointless, since you come back this way via another path. 

3/5 Silver - In the blade trap room, it's in the corner leading to the "I" switch -- right at the beginning. It's on the ground, 
hard to miss, and the only one in this room. 





Sewers and Coffins 


The floor plate here is springback, so you need something 
to hold it down. Enter the room with the chandeliers and 
grapple them to get them smashing the barred alcoves in 
the wall. 


One chandelier reveals a coffin, the second chandelier 
reveals a medal. Stand on the coffin and grapple yank back 
to the floorswitch. Stand on the switch and pull the coffin 
onto it to open the gate forwards. 


7/9 Bronze - In the room with the coffin, there's a second 
chandelier that can break the grate for the medal. 



British Sewers 


Immediately falling into water, dive down and force the camera underwater to see the medal. Use the switch to raise the 
gate to move on. A coffin will be past it. Grapple yank the coffin and Lara back to the starting point and you will see 
another sewer tunnel midway through. Head in there. 



(ABOVE LEFT) You cannot see anything on the surface. 
(ABOVE RIGHT) Dive underwater to find 8/9 Bronze. 


The second set of sewers has more gates and a medal. Not so hard if you find the switch in the second part to get your 
coffin here (easy task). Be sure to grab the medal before leaving the second part of the sewers, since it is a one-way 
trip. 

8/9 Bronze - Right under the starting area of the flooded sewer, diver under water and grab the medal. 

4/5 Silver - In the second flooded region of the sewer, hoist the coffin over to the medal's niche and grab the medal 
before hopping over the final barrier. 


The Briton Temple 


Notice that you can swim on the lake, but cannot dive in this water. It's not the sewage, it's something more nasty. The 
switches you see on the pillars in the water is for the boss fight. Ignore them for now and focus on how to get into the 
temple ruins. Face the temple's main entrance. The right torch post arm needs to point perpendicular to the temple's 
front wall. The left torch post arm needs to be parallel. 






(ABOVE LEFT) The left post is parallel, the right is perpendicular to the entrance. The way forward is mostly clear in this 
illustration. 

(ABOVE RIGHT) 5/5 Silver on the temple roof. 


Grapple both into position and ledge up on one side, ride the slope down and proceed to use the post arms as pipes to 
get across. Grapple swing on the middle (very high) torch and you will pretty much get the picture. At the top of the 
temple, look for a medal in the corner before dropping down. 


5/5 Silver - On top of the temple's roof. In the corner. 


The Tomb 


Enlightening cinematic. Afterwards locate a block of a tomb to move. A new cut-scene will tell you about it (and the block 
glows when you get close). Pull it to the pillar near the bell's weight. The puzzle here is to get the chandelier swinging 
towards the bell's position as if it's been raised. Once the chandelier is swinging (courtesy of successive grapple yanks), 
climb onto the bell weight's rope (via pillar and block) and make some noise. There's a checkpoint here, but get ready 
for the most annoying boss fight so far. 


Boss - Sea Serpent 

This boss is like the previous boss -- you can't kill it, so 
don't bother. Instead, you defeat the boss by shooting the 
bells near the four pillars in the water. 


Stay on dry land (or die), shoot the bells on each pillar 
constantly until the boss makes a soothing "woooob" 
sound; this means it is stunned by the chiming long enough 
for you to grapple the glowing switches at each pillar. 


Do this for each of the four switches and the boss will die. 
Note that the boss will not be tricked if you fail to keep it 
hypnotized at each bell -- run if it starts attacking before it 
makes the "wooob" sound. 


This boss, like the one before it, cannot be one-hit death'd 
so you'll need to actually play this part of the stage more or 
less normally. 



Leaving The Tomb 


Use the carcass to reach the ledges to escape. A checkpoint is bad, so get ready to act. 





Ready, Press, Button, Action 


Aim to push JUMP, GRAPPLE, then ACTION to escape this sequence, it doesn't change and if you fail, just retry from 
the checkpoint. It's more a problem on Time Trial, since you don't have much time left. 


Last Rites 

Use fine aim to free the rope for your use. The gate is actually a ledge -- the shield motifs are anyway. Ledge up and 
grab the rope. Drop down for the penultimate medal, then head back up and swing to the exit. 


9/9 Bronze - Grab the medal past the gate by dropping down from the rope. The shields on the gate let you get back to 
the rope and freedom. 


Going On Up 


Go through the blade and fire rooms with enemies. The assault rifle is best (range) here. If you missed the "I" and "II" 
switches earlier, push them in the dark blade room using the cages the mercenaries have provided for you. This should 
be easy since there are boxes at all the blades, making the switches easy to reach. 



(ABOVE LEFT) Push the I switch in the blade trap room. 
(ABOVE RIGHT) Push the II switch in the blade trap room. 
(BELOW LEFT) Push the III switch in the vertical shaft. 
(BELOW RIGHT) Gold get. 


Press the switches as you count to 1-2-3 or the switches will pop back out. At the "III" switch room (the bottom of the 



vertical shaft), kill the grenade enemy and grab the medal by pressing the "III" switch. 


Gold Get - Press the "I", "II", and "III" switches in that order to open the hidden wall. The first two switches are atop the 
sides in the blade trap room. The final switch is in the vertical shaft with the mercenaries' elevator. 


Warehouse Escape 


Head up the mercenaries' lift (use the control panel) and kill the enemy at the top. To escape, grapple the bars on the 
wall to swing the lift to the busted stairs. Fight your way up to the forklift room. Once you wipe out all the enemies in that 
room, the stage ends. For the riot shield enemies, grenades (or fleeing) might be a good alternative for time trials if you 
don't have the one-hit death cheat active. 


Zeitherausforderung - Efficient German Time Trials 


The longest part is when you keep dying in the vertical shaft. Take things slowly -- the 
one-hit death cheat will pretty much make the final part of escaping the place very fast 
(about a minute) since you don't deal with enemies much. 

Your main concern is actually the boss, since it can kill you, and it will suck up a large 
amount of time. If you are trying to save time and suffer deadly wounds up to the part 
where you find Arthur's tomb, do not heal and just keep all the medical kits on hand. 

The reason is the checkpoint right before fighting the sea serpent lets you continue 
with full life. For wasting five seconds to kill yourself, you get the better trade off. 

When you do fight the boss, hoard your medical kits for the boss and keep Lara alive 
to ring the bells, rope the cage onto the boss and move on. The one-hit death cheat 
will let Lara escape the enemies on the way out with the minimum of fuss. 

Nepal - Some Kinda Key 

Collapsing ledges, platforms, bars and columns will be the standard here. The medals are strangely not hidden behind 
such contrivances. If you haven't learned how to make Lara move faster than a speeding bullet with a hooker, then 
breaking her in half, you will have trouble moving fast on these elements. Press ACTION repeatedly on ledges and 
columns to beat the traps and time trials. 



Cross over from the insertion point to the first checkpoint. Drop down from ze'ledge for ze'medal. Climb back up to 
continue. Grapple swing across to the ice stalagtites. You may have seen the icicles crack and drop in an IGN video 
before. Good point. 



(ABOVE LEFT) Drop down at the first checkpoint to get 1/9 Bronze.. 
(ABOVE RIGHT) Follow the ice ledge to 1/6 Silver. 


You have enough time to rotate Lara so she's facing the opposite direction -- this allows her to jump from one icicle to 
the next. On the ice ledge, continue on it instead of mantling to grab the other medal. Lara will drop and grab if DODGE 
is pressed near the edge. 


1/9 Bronze - At the first checkpoint, drop off for the medal. It's under the platform. 


1/6 Silver - After the icicles but before breaking the ice wall, follow the ledge to the medal. 


Down To The Crash Site 


Break the ice wall and head to the precipice overlooking the crash site. Lara needs to slide down and evade the 
collapse. Grapple swing across to the cave and stop. Turn around and blast the ice wall for a medal. To cross over, you 
need to jump. The jump is rather dangerous, so after a few tries, you'll get the hang of it. If you're tired of fucking up on 
the way back, you an always just "save reward" on this one after you clear the stage. 



2/6 Silver - Past the collapsing platform and grapple swing, stop in the cave, turn around 180 degrees and smash the 
ice wall for the medal. Yes, you jump to and back. 


The Crash Site 


To get down the crash site, use the ledges on the plane wing and the ledges in the ice wall. There's a medal past the 
busted propeller -- simply grab it past the obstruction. Head down and kill the animal before you decide to play a salvage 
operator. Locate a grapple anchor near a drop off. Grapple yank it and swing over for a medal. 



(ABOVE LEFT) The propellor hides a medal. 

(ABOVE RIGHT) You can ACTION grab 2/9 Bronze even if it's behind cover. 


2/9 Bronze - Duck and go under the propellor after the appearance of Rutland's chopper, but before you reach the 
destroyed engines. 



(ABOVE LEFT) Wreckage can be grappled and discarded. 
(ABOVE RIGHT) Just hop across when the way is cleared.. 


3/6 Silver - To the side of the plane's body, there's a gap blocked by aeroplane wreckage, yank it out of the way, and 
then jump across for the medal. 


Lara's Feminine Senior's Brooch 


The brooch is inside the cockpit. Grapple yank the heavy engine to weight down the plane before heading too far inside. 
You get a checkpoint if this is done correctly. 


Ready, Press, Button, Action 


Press ACTION, then UP on the joystick or keypad, then DODGE, then JUMP to get the hell out. 


Slides Le Sheets 

Use the ice slides and bars to reach bottom. Everything collapses, so don't miss. When Lara lands on solid ground, 
grapple the medal behind her and head into the cave. There's another medal you can grapple yank inside, as well as a 
very deviously hidden medal past the "don't slip" wacky platform. 



(ABOVE LEFT) At the bottom, grapple the 3/9 Bronze. 

(ABOVE RIGHT) After the tilty platform, you can grapple yank 4/9 Bronze even at this distance.. 


Past the wacky platform, you have solid ground. Rotate the camera 180 degrees and grip the ledge seen. This leads to 
the well hidden medal. Head back and continue past the cave using the ledges and bars. 


3/9 Bronze - After the slide, take the medal using a grapple. It's near the cave entrance. 



4/9 Bronze - An easy one in the cave. Really easy one. 


(ABOVE LEFT) After the tilty platform, hang on this ledge Follow it left to the medal. 
(ABOVE RIGHT) Gold get. Backtrack back out. 


Gold Get - After the tilting platform, hop off the ledge on the far side of the ledge and shimmy over to the medal. 


Arctic Thunder 


Kill enemies and you can take the grenade launcher or leave it, it won't matter. There's nothing here except a medal 
behind an ice wall (the other two medals are obvious). Destroy it and jump to get it before using the zipline. There's 
nothing in the water, so don't go immersing Lara for no reason or you'll run out of medical kits sooner rather than later. 




(ABOVE LEFT) The silver and bronze are seen here. 
(ABOVE RIGHT) Bronze 6/9 Bronze in this illustration. 


5/9 Bronze - One on the ground, near the lake, but not in the water. Search the place. 

6/9 Bronze - On the ledge to the zipline. 

4/6 Silver - Behind an ice wall. Shoot everything in the same spot with the zipline and ice water. Jumping to the medal is 
an easy task. 


Ice Cave 


There is a medal here. Shoot the ceiling when "there's no way forward". This is why Alister is a 15th Year Under- 
Doctorate, why Zip cooks, and why Lara has more Y chromosomes than Maddox. Head to the next cave and follow the 
ice flow to the source for a second medal. Head out to the dark tunnel to the temple and a checkpoint. 



(ABOVE LEFT) 7/9 Bronze in the cave. 
(ABOVE RIGHT) 5/6 Silver at the ice floe. 


7/9 Bronze - Just inside the cave. 


5/6 Silver - In the area with the ice floe. It's opposite the exit and a little further up river. 


Sindy Anna Moans and The Temple of BOOOOOOOOOOOOOOOOOOOOOM 


Kill animal and go down the right hand stairs. A wall at the bottom can be broken for a medal. Head back up and grapple 


swing to the statue puzzle. At the statue puzzle, you can go to either side and explore for the last medals in the game. 



(ABOVE LEFT) 8/9 Bronze and 9/9 Bronze are both after the big gap. 

(ABOVE RIGHT) 6/6 Silver is before crossing the large gap -- break the wall at the bottom of the stairs for the medal. 


8/9 Bronze - One side of the temple balcony. You need to cross the gap first. 

9/9 Bronze - The other side of the temple balcony. You need to cross the gap first. 

6/6 Silver - Just inside the temple, but before crossing the gap, head down the right flight of stairs. A breakable wall at 
the bottom of the stairs hides a medal. 


Small Smiling Fat Guy Holding Something Puzzle 


The door is locked. Place the smallest box on a lift. Place the largest box on the opposite lift. Place the medium box on 
the lift with the smallest box. Lara herself adds significant weight on each side of the scale. This allows her to bring the 
largest box to the top. Place it on the floorplate and "weapon get". 


Shine Get 


The final escape is annoying. If you want to avoid getting the dialogue on the wall, save twice by manipulating the 
checkpoints. Get out using Lara's new weapon and blow apart the cracked door on the lower level. From there, simply 
jump from one collapsing platform to the other until the exit is reached. Excalibur get. 


Zeitherausforderung - Efficient German Time Trials 


Nepal is strangely an easy time trial if you choose to ignore or one-hit all the enemies 
past the crash site. The longest part is when you keep dying after the sword or 
crossing the gap to the scale puzzle. Take things slowly and try not miss early on. 
Being on balance is more time-efficient than dying and retrying at a checkpoint. 


The main issue is to save time for the final part, since that has nothing more to do with 
luck than skill of knowing when to jump. Having a few minutes to keep retrying this 
section is a must -- this means no dying at almost any other point in the stage. For the 
long gap, remember that height matters as much as how far out Lara is able to swing. 


Bolivia - Lara im Spiegelland 



This stage, like Sir Lancelot's questions at the Bridge of Death, "'tis easy". Use the sword to make enemies chum. Pick 



up the red health packs (easy and normal only) and try to have the maximum life and health kits (i.e., Three. No more, 
no less. Three shalt be the number thou shalt count, and the number of the counting shalt be three. Four shalt thou not 
count, neither count thou two, excepting that thou then proceed to three. Five is right out. Once the number three, being 
the third number be reached, then lobbest thou thy Fioly Fiand Grenade of Antioch towards thou foe, who, being naughty 
in my sight, shall snuff it. Amen.). 


The boss is only deadly if you let the shots connect. Use the pillars to block the incoming attacks, but DODGE (to the 
side) when the hellfire (similar to Kazahkstan) appears on the ground. Show the boss the sword has awesome power 
and use any attack to hit it squarely when it stops to attack. 



I am woman, hear me roar, in numbers too big to ignore. And I know too much to go back an' pretend, 'cause I've heard it all 

before. 

Now picture this: 



The pillars don't take much damage before they are destroyed -- and in any case, you'll want to attack when possible to 
get the boss down so you can get out. When the boss' life is depleted, go up to it and press ACTION to "really" damage 
it. Repeat this process three, maybe four more times and the boss will die. Once that happens, you finished the game. 





Zeitherausforderung - Efficient German Time Trials 


Immediately after you beat this stage, head back in while the fight's still fresh and beat 
it on Time Trial. Do this successfuly (the sword makes this possible) and unlock the 
one-hit death cheat so vital to your other time trials. 

You can check out the cheat on your "Special" menu (this is on the title screen). You 
should write down your version of the cheat (it will not work unless you unlock it on 
your game in the first place) and then input it during any time in a stage. The best time 
to do a cheat in time trials though, is during the opening cinematics. You will hear a 
checkpoint sound if you did the code correctly. 

With one-hit, your handguns will kill enemies instantly. Even bosses like Rutland and 
Takamoto will die instantly, making your time awesomely fast. It doesn't work for 
bosses that are killed by puzzles completely (like the serpent). Still, this cheat is possibly the only useful cheat for time 
trials -- it helps immensely with the motorcycle races. 



Once you clear the time trials (all of which are very easy with one-hit death), you should unlock the remaining cheats. 
The medals collected will unlock all the other costumes not unlocked by time trials. Good luck from IGN! 


